Gifted with the ability to 
dreamwalk, Alundra is 
able to enter into 
people's dreams and 
actually change the out- 


~ 
come. In one of his 


~ own dreams, Alundra 
was instructed to journey 


', to the village of Inoa. Is 


he ready for the night- 
mare that awaits him 
there? 


consequences. 
Tmsting no one fully 
but herself, Meia ap- 
pears headstrong and 
distant, but harbors a 
heaitbreaking secret. .. 


his deceased son 
in Alundra. His fa- 
therly 
nature 


many 
custom weapons 
and items for his 


years, 
ever 
since he came 
to Inoa. He hopes 
that one day his re- 
search can be used to 
save these people 
from their raging Id. 
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canny accuracy. Need- 
less to say, she creeps a 


lot of villagers out. 


Yuste! has watched the village's descent 
into darkness with a sense of helpless- 
ness. For a small fee, she uses her crys- 
tal ball to give advice to anyone wise 
enough to inquire of her. 


As the only priest in 
the village, Ronan 
tries to impart his 
teachings to the lo- 
cal villagers. Since 
the King has or- 
dered the destruc-/ 
tion of their idols, 
Ronan is concerned 
that the villagers will 
abandon the gods. 


Giles became extremely religious 
when he lost both of hi parents in a 
freak gardening accident. He now 
works very closely with Chancellor 
Ronan in the Sanctuary, and lives 
with his long-suffering sister, l(jsha. 
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This leader of the rare white mon- 
keys lives in the woods just north- 
west of the village of Inoa. He is 
currently trying to put the villagers 
on the list of endangered species. 


L 
A 
R s 


dream who commands him to go 
to Inoa village. He is one of the 
guardians that confined Melzas 
so many years ago. 


!age in a little hut on the coast. He is 
very stubborn and despises intrusions 
on his privacy. The townspeople 
seem to think he knows more than 


people's spiritual energy. 
However, seven guard- 
ians confined him and 


Inoa. Many have 
come to believe 
this one to be Mel- 


Melzas' right-hand thug is ready 
to do anything that his master 
commands. This philosophical 
agent of darkness hopes that one 
day Melzas will reward him by 
allowing him to rule this world. 


This leader of the rare white mon- 
keys lives in the woods just north- 
west of the village of Inoa. He is 
currently trying to put the villagers 
on the list of endangered species. 


L 
A 
R s 


dream who commands him to go 
to Inoa village. He is one of the 
guardians that confined Melzas 
so many years ago. 


!age in a little hut on the coast. He is 
very stubborn and despises intrusions 
on his privacy. The townspeople 
seem to think he knows more than 


people's spiritual energy. 
However, seven guard- 
ians confined him and 


Inoa. Many have 
come to believe 
this one to be Mel- 


Melzas' right-hand thug is ready 
to do anything that his master 
commands. This philosophical 
agent of darkness hopes that one 
day Melzas will reward him by 
allowing him to rule this world. 


Hnow Your Controller 


In order to make it to the final confrontation with Melzas, take the time to become 
familiar with the controller. Your success depends on it. 


L1 BUTION 
* Used to change between 


Status Screens. 


L2 BUTION 
* Opens and closes the Sta- 


tus Screens. 


DIRECTIONAL BUTIONS 
* M oves character on the 


screen. 
* M oves cursor on menu 
items and in boxes that 


STARTBUTION 
* Start the game, skip open- 


ing animation. 
* Opens and closes the Sta- 


tus Screens. 


R1 BUTION 
* Used to change between 


Status Screens. 


R2BUTION 
* Opens and closes the Sta- 
tus Screens. 


~ BUTION 
* Use this bunon with the 


Directional Buttons to 


* Makes ch,1racter jump. 
* Confirm or cancel menu 


commands. 
* Selects inventory items. 


a BUTION 
* Initi ates conversations 


with townspeople. 
* Search for hidden items. 
* Use character's weapon. 
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Starting the Game 


After the beginning anima- 
tion (which can be can- 
celled by pressing the 
START, or t) button) the 
Title Screen will be dis- 
played. 


The Title Screen displays If "CONTINUE" is chosen, 
two options. "START," be- 
the previously saved games 
gins a new game. "CON- 
will be shown as diary books 
TINUE," resumes playing a on the tables. Move Alun- 
previously saved game. Be- 
dra to the table containing 


fore choosing "CON- 
the diary you wish to open. 


TINUE", make sure that the When a book is opened, it 
Memory Card is firmly in- 
will show the save location, 
serted into Memory Card maximum health points, and 
Slot 1. Please do not re- 
game time. To confirm the 
~~ 
.. 
l,.J, ......... move the Memory Card decision to continue from the 


or press reset during a selected point, select "YES", 
save or a load. 
then press the t) button. The 
game will load from the lo- 
cation selected. Cancellation 
of the operation is accom- 
plished by selecting "NO", 
then pressing the t) button. 


Alundra's life gauge will 
decrease when he receives 
damage during a fight. 
When Alundra's life gauge 
reaches zero (0), that's it - 
GAME OYER. 


When the game is over, a 
screen will appear with the 
options of "QUJCK RE- 
START" or "TITLE." 


QUICK RESTART will 
continue from the last save 
point used. If the game 
hasn't been saved in a long 
while, you may be starting 
back quite some distance, 
so save the game frequently. 


TITLE will return the game 
to the title screen and attract 
mode. 
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Game Screen 


The main screen contains useful infrnmation regarding the game and 
main areas: Equipment Window, Item Window, Life Gauge, Magic 
Dialogue Window. Take the time to become familiar with each area. 


1 Equipment Window 


Displays the weapon 
that is equipped. To 
use the weapon, press 
the @ button. 


2 Item Window 
Displays the item that 
is currently equipped. 
To use this item, press 
the ® button. 


3 Life Gauge 
Character's current 


uses 
magic, 
magic 


gauge will decrease. 
To refill the gauge, use 
magic recovery items. 
5 Gilder 
The amount of money 
being carried. 
6 Dialogue Window 


Ii fe gauge. When the Shows the conversation 
character gets dam- between characters, 
aged, the life gauge character names, and 
will be decreased. Use other useful informa- 
healing items to re- tion. 
cover power. 
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Status Screens 


The Status Screen displays the following: Weapon Window, Item Window, Weapon's 
Name, Item's Name, Message Window, Keys, Gi lded Falcons, and Gilder. To view the 
Status Screen, pres either the START, L2, or R2 button. 


1 Weapon Window 
4 Item's Name 


Weapon arsenal. To Name of the currently 
select a weapon, move equipped item. 
the cursor to that 
weapon, then press the 


13 button. The weapon 
will then be equipped. 


2 Item Window 
Item inventory. An 


5 Message Window 
The message window 
displays important in- 
formation about the 
Status Screen. 
6 Keys 


item can be selected The number of keys 
by moving the cursor that have been col- 
to that item, then lected. 
pressing the 13 button. 
The item will then be 
available for use. 


3 Weapon's Name 
Name of the currently 
equipped weapon. 


7 Gilded Falcons 
The number of gilded 
falcons in Alundra's 
inventory. 


8 Gilder 
The amount of gilder 
being carried. 


'I' 


Status Scree 


The Sub-statu Screen displays the following: Crests, Special 
mor Name, Footwear Name, and Message Window. These · 
To view the Sub-status Screen, press LL, or RI button. 


Displays the crests that 
have been collected 
the 
rently equipped. 


later in the 


2 Special Items 
Displays any special 
items received during 
the game. These items 
cannot be used directly 
by Alundra. 


3 Protectors 
Displays the armor and 
boots 
currently 


equipped. Protectors 
will be equipped auto- 
matically. 


5 Footwear Name 
Displays the name of 
the boots that are cur- 
rently equipped. 


6 Message Window 
The message window 
displays important in- 
formation about the 
Sub-status Screen. 
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Command List 


Walk 


Directional Buttons 


Jump 


O Button 


G+Directional Buttons 


Tackle 


®, @,or O Button when Running 


Attack 


@ Button 


Charge Attack 


Hold down the @ Button 


Pick Up Items 


@ Button+Directional Buttons 


Throw 


@ Button 


Conversation 


@ Button 


Investigate 


@ Button 


Use E ui 
ed Item 


® Button 


Walk 


the screen, use the Direc- 
tional Buttons. Alundra can 
move up, down, left, right; 
as well as, diagonal. lf this 
ski II is to hard to master, 
don't bother thinking about 
playing this game! 


Jump 


By pressing the 
button, 


Alundra will jump. To have 
Alundra jump to a different 
location use the Directional 
Buttons and the O button to- 
gether and Alundra will 
jump to the desired loca- 
tion. For help in making 
sure Alundra jumps to a 
specific location, watch his 
shadow. His shadow i.s the 
best indication as to where 
he will land. 
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e +Directional Buttons 


By pressing the Directional 
buttons with the e button, 
Alundra will run in the di- 
rection 
that 
is 
being 
pressed. If another direc- 
tion is chosen while run- 
ning, Alundra will be able 
to continue running. How- 
ever, it takes a lot of prac- 
tice in order to master this 
skill. 


Tackle 


@,@,or~ Button when Running 


If the @, @, or ~ button is 
pressed while Alundra is 
running, he will elbow the 
enemy. By tackling the en- 
emy, Alundra will cause 
them damage. However, 
the damage will not be as 
powerful as using a weapon, 
so this maneuver is best left 
to the realm of impressing 
your weak-minded friends. 


Attack 
@ Button 


To attack the enemy, press 
the @ button. Alundra will 
attack the enemy with the 
weapon that is currently 
equipped. The amount of 
damage done to the enemy 
will vary, depending on 
which weapon is being 
used. Take the time to ex- 
periment with weapons. By 
using the right weapon on a 
monster, the time required 
to defeat it is reduced , 
sometimes dramatically. 


Charge Attack 


Alundra can be equipped Alundra can pick up objects 
with swords, flails, bows, 
to use in solving puzzles. 
and wands. Certain weap- 
To pick up an object, posi- 


ons will allow Alundra to do tion Alundra so that he is 
a more powerful charge at- 
next to the object. Next, 
tack in addition to the regu- 
push the @ button while 
lar one. 
pressing the Directional 
Button toward the object. 


To do a charge attack, hold 
Alundra will then pick up 
down the @ button until 
the object. 


Alundra begins to flash. 
When Alundra is flashing, 
move toward the enemy and 
release the @ button. The 
charge attack will then be 
carried out in the direction 
Alundra is facing, causing 
severe damage to the en- 
emy. 


Throw 


Once an object has been 
picked up, simply press the 
@ button again to throw the 
object. If the @ button is 
pressed while pressing a Di- 
rectional Button, the object 
can be thrown further than 
normal. Also, jumping will 
sometimes allow objects to 
be thrown further. 


Be careful not to throw all 
of the objects, some of them 
are extremely frag ile and 
will easily break if they are 
mishandled. 
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,, 


Conversation 


® Button 


To begin a conversation 
with one of the villagers, 
make sure that Alundra is 


· standing next to them, and 


press the ® button. After 
the ® button is pres ed, 
Alundra can then converse 
with the villager. Pay close 
attention to what the people 
say. Many times their mes- 
sages will tell Alundra what 
to do next. They will also 
help him solve some of the 
many puzzles he'll be faced 
with in the game. 


Investi oate 


® Button 


If anything looks strange or 
unusual, press the ® button 
to examine it. It is impor- 
tant to investigate every- 
thing. Doing so just might 
help Alundra solve the 
many puzzles in the game. 


Use E ui 
ed Item 


® Button 


To use an item, first make 
sure that the item is dis- 
played in the Item Window. 
Then to use that item, press 
the ® button. Alundra will 
use the currently equipped 
item. If only one of the 
items remained when ® 
was pressed, the item will 
disappear 
from 
the 


equipped item box at the 
top of the screen. 
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Playing the Game 


The following pages deal 
with basic game mechanics 
and strategies, such as: sav- 
ing games, buying goods, 
fighting, recovering health 
and magic points, how to get 
past traps, and how to solve 
some of the mysteries in the 
game. 


In Alundra the save data 
will be written to a diary 
book. There is a diary book 
located on the second floor 
of Jess' house and in some 
cases, they can be found in- 
side a few of the dungeons. 
To save a game, stand in 
front of the diary book, and 
press the @ button. The 
Save Screen will then be 
displayed. 


Alundra can use a maximum 
of four diary books. Once 
the Save Screen is displayed, 
use the up or down Direc- 
tional Buttons to select a 
book in which to record the 
game's save data. After se- 
lecting a book, press the @ 
button. To confirm the de- 
cision to save the game, se- 
lect "YES." Press the .:+ but- 
ton. The game will then be 
saved. To cancel and return 
to the Save Screen, select 
"NO." Press the .:+ button. 
Please do not remove the 
Memory Card or press reset 
during a save or load opera- 
tion. 


Throughout the game, there 
will be shops in which 
items can be purchased. In 
order to buy an item, Alun- 
dra must first have enough 
gilder to purchase the item. 
Gilder can be acquired by 
destroying enemies, search- 
ing treasure boxes, and 


clearing the differ- 


ent plants found 
around the vii- 


To purchase an item, first 
pick up the item (use the @ 
button + the Directional 
Buttons). Next, take the 
item and throw it on the 
counter next to the cashier. 
Once the item has been 
placed on the counter, the 
cashier will then tell Alun- 
dra the price for that item. 
To purchase the item, select 
"YES", then press .:+. The 
item will be purchased and 
added to Alundra's inven- 
tory. To cancel the pur- 
chase, select "NO", then 
press .:+. 
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tory. To cancel the pur- 
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press .:+. 


Once outside of the village, 
and sometimes inside the 
village, Alundra will be 
vulnerable to attack from 
the many different mon- 
sters. Before blindly at- 
tacking the enemy, watch 
the enemy first. The en- 
emjes usually attack in the 
same manner. Once their 
attack pattern has been de- 
termined, slay the bea t. If 
you rush in unprepared, 
defeat will not be far off. 


If Alundra receives damage 
during an attack, his body 
will flash for a brief period 
of time. During this time, 
Alundra will be invincible 
to other attacks. Also, when 
the enemies receive dam- 
age, they will flash for a 
brief period of time. Dur- 
ing this time they will be 
invincible as well, so be 
careful. With more power- 
ful monsters, it is wise to 
attack, then back off until 
the enemy stops flashing 
before attacking again. 


Alundra can recover his 
power through the use of 
items. There are a number 
of ways to refill Alundra's 
Life Gauge; use items pur- 
chased in shops, items found 
in treasure chests, items 
found after killing monsters, 
or use the recovery areas 
found near save points in cer- 
tain dungeons. Before en- 
tering a dungeon, make sure 
that Alundra's inventory is 
full of healing items. They 
become a necessity when 
Alundra is stuck at the bot- 
tom of one of the dungeons 
and his health point5 are de- 
creasing rapidly. 


Take advantage of the re- 
covery areas that are lo- 
cated in many of the dun- 
geons in the game. Here, 
both Alundra's health and 
magic can be recovered. To 
recover health or magic, 
simply stand on one of the 
triangles and it will replen- 
ish either Alundra's health 
or magic. The game can 
also be saved by accessing 
the diary. 
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,. 
There are two kinds of 
traps found in the game: 
ones that cause damage, 
and ones that preventAlun- 
dra from proceeding in the 
dungeon. There are a num- 
ber of items that will cause 


• damage to Alundra, such as 
suspicious looking rocks, 
iron balls, spiked balls, and 
other similarly sinister ob- 
jects. 


Certain traps that prevent 
Alundra from proceeding 
will require a lot of thought 
in order to make it past 
them. For instance, if Alun- 
dra becomes locked in a 
room, look for switches to 
hit, or try killing all of the 
monsters in the room. If an 
object is blocking the way, 
try to move it by pushing or 
lifting. If the object can't 
be moved, try destroying it 
with weapons or magic. If 
that doesn't seem to work, 
it just might be a dead end. 
ln which case, look for an- 
other way. 


Not only is this an intense 
action game, but it is also a 
thinking man's puzzler. 
Many of the puzzles require 
certain things to happen in 
just the right order so that 
the puzzle can be solved. 
For instance, if there are 
multiple switches in a 
room, Alundra must hit the 
switches in just the right or- 
der so that he can proceed. 
Generally there is at least a 
cryptic sign nearby to help 
in solving the puzzle, so be 
very observant. 


The solution to many of the 
puzzles can also come in 
the form of a riddle. Think 
about what's being said, and 
react appropriately. 
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Items 
During the game, many items can be found in treasure boxes, or bought at local shops. 
Many are located in secret areas of the game. Here is a brief overview of some of the 
many items that can be found. 


HERBS 
This bunch of me- 
dicinal herbs will 
recover approx i- 
mate ly one-quarter of 
Alundra's health. AJundra 
is only able to carry nine (9) 
herbs in his inventory. 


MAGIC ELIXYR 


Restores Alundra's 
magic power to 
maximum. Upon 


learning magic, make sure 
that Alundra is a lways 
stocked with one (1) of 
these items in his inventory. 


STRENGTH TONIC 


This tonic is able to 
recover half of 
Alundra 's health . 


STRENGTH ELIXYR 


This health potion 
will recover all of 
Alundra's health. 


Unfortunately, Alundra is Since Alundra is only able 
only able to carry one (1) 
to carry one (1) of these 
in his inventory. 


WONDER ESSENCE 


If this resurrect po- 
tion is located in 
Alundra's inven- 
tory, Alundra will recover 
all of his health and magic 
power when he dies. AJun- 
dra can only carry one (1) 
of these resurrection po- 
tions in his inventory. 


large potions in his inven- 
tory, make sure that he has 
one before going into a dun- 
geon. 


BOMB 
Blows things up. 
Yes, the only pur- 
pose for this item 


is to cause mass destruc- 
tion. The bomb will ex- 
plode in five seconds. So 
make sure to get out of its 
way. But, Alundra has a 
bottomless supply, so blast 
away! 


The items described below will give Alundra an immedi- 
11te boost of health or magic power. If Alundra's health 
or magic is at full power, then these items will have no 
effect. 


SMALL LI FE DROP 
a 


This small drop 
w ill 
increase 
Alundra's 
life 


gauge by two (2). These 
can be found by killing 
monsters, or by destroying 
the vegetation. 


LARGE LIFE DROP 


This large life drop 
is extremely valu- 
able since it will 
recover half of Alundra's 
health. 


LIFE DROP 


• 


This life drop will 
recover one-quar- 
ter of Alundra's 
health. 


MAGIC DROP 


This will allow 
Alundra to recover 
magic power one 


drop at a time. 


treasure chests hidden in 
dungeons, or throughout the 
world. Take the time to find 
as many as possible. They 
just may help prolong 
Alundra's life. 


MAGIC SEEDS 


Alundra's magic 
gauge will be in- 
creased by one ev- 
ery time one of these items 
are found. Magic seeds can 
be found in treasure chests 
hidden in dungeons, or 
throughout the world. 
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magic 


Upon receiving a magic scroll, Alundra will be able to use 
magic. The scroll can later be upgraded to a book. Every 
time Alundra uses magic, his magic power will be decreased 
by one. Here is a brief overview of the magics. 


EARTH 
By using the power 
of the earth, Alun- 
dra will be able to 
send elements of 
~ 
the land to deci- 


~ 
mate enemies. 


FIRE 


By controlling the 
element of fire, 
Alundra can dish 
out fiery damnation 
on his enemies. 
The intense heat 
should toast any foe 
that trays too clo e. 


WATER 
This magic will 
create a 
water 
shield around Alun- 
T 
dra, protecting him 
l'Jil from enemies. At 
lii5I the same time, 


Alundra will be 


able to recover some of his 
health. 


WIND 
This magic scroll 
harnesses nature's 
intense fury to 
T 
completely obliter- 
~ 
ate any foe. 
If 
~ 
Alundra is in a re- 
ally sticky situa- 
tion, it just might be time 
to break wind. 
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These simians are a real pain- 
in-the-butt. They attack fast 
and furious, but seemingly at 
random. The only good thing 
about them is that they have 
low defensive power. 


to attack u ing a wide range 
of weapons. Some will at- 
tack with axe , flails, and 
maces. 
Watch out, 


Good timing is needed to de- 
feat this fire-breathing turtle. 
They can't be damaged when 
they're in their shell. So, wait 
until they've come out before 
attacking. 


This disgusting little gel likes to 
vomit on its victim. With its slow 
movement, it's easy prey. However, 
be careful! Puke is still disgusting, 
and this one has it in spades! 
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i.l'lffll~~~~~:1 wait at the underground 


cemeteries to claim yet 
another soul. They 


Ii ke to hang out at 
the loca l cem- 
etery. They at- 


, tack very quickly; 
however, 
their 
shrieking cry always 
warns of the impend- 


like to turn invisible, 
but watch for their 


S These weak-looking swamp 
L creatures have the ability to 
U form mud into projectiles 
D and launch them out of their 
G dripping orifices with 
E great velocity. 


ability to shake the ground 
with tremendous force. 
This mummy also likes to 


throw huge boul- 
ders at Alundra. 


fighting creatures in the game. It has 
a rather large sword with which it 
can inflict severe damage. What's 
worse, it can block attacks with its 
shield. 


These fishlike creatures live in nearly every 
body of water in the known world. It 


likes to wait until its prey is very ~l~~~iji:i'it 
close before it'll jump out of the ~v1~ 
water to attack. In order to kill ~ 
it, pay attention to how it jumps out of the water. 
' . 
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Hints and Tips 


Where do I go next? This 
is easily answered by go- 


~ 
osing this very 


questio~Je old lady, 
Yuste I. Yuste I's house is 
conveniently located in the 
center of the village. For a 
smaJI fee, she will use her 
crystal ball to show Alun- 
dra where he needs to jour- 
ney next. 


Jn every Action/RPG, make 
certain to pay close atten- 
tion to what the villagers 
say. Many times they will 
tell Alundra how to solve a 
puzzle or who he needs to 
talk to in order to receive 
help. At times it may be 
necessary to speak to the 
villagers more than once. 
Keep talking to them. They 
may just tell Alundra what 
he needs to hear. 


lniagine being stuck at the 
bottom of a dungeon, it's 
hl'cn hours since the last 
11111c the game has been 
,avcd, and Alundra dies. 
I >ocsn't it seem like a night- 
111arc to have to start all the 


ay from that last save so 


I ng ago? 


Make sure to save the game 
lrcquently to avoid this sce- 
nario. In fact, it's usually a 


r od idea to save the game 
before and after key events, 
or before going into a dun- 
fCOn. Remember, save is 
1·011r very best, and only 
lrne friend. 


When the game first begins, 
Alundra is only allowed to 
travel to certain areas. As 
the game proceeds, other ar- 
eas will gradually become 
accessible. Nevertheless, it 
may be necessary to obtain 
certain items in order to 
make it through. Once 
these items are received, 
Alundra can then use them 
to get past whatever ob- 
stacle is preventing him 
from entering into a new 
area. Therefore, be sure to 
try all of the items in 
Alundra's inventory, one of 
them may be the key to un- 
locking a new area. 


Take the time to explore 
when traveling to a new 
area. Hidden throughout 
the land are treasure boxes 
that have valuable items. 
By finding these items, 
Alundra will be able to save 
his gilder for something 
more useful. 
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Many times switches can be 
activated by using the sword. 
Of course, there are switches 
which can't be changed by 
using the sword. In those 
cases, it may be necessary to 
find something that will ac- 
tivate the switch. The item 
may be in the room, or found 
in Alundra's inventory. 
There are numerous locked 
doors that require keys in 
order for them to be opened. 
If you have a careful eye, 
there are virtually no limits 
to your exploration. 


Life vessels and magic seeds 
are priceless. When a life 
vessel, or a magic crystal is 
received, the life or magic 
gauge will be filled to maxi- 
mum power. To find these 
items, search the country- 
side and inside the dun- 
geons. Try to find as many 
life vessels and magic crys- 
tals as po sible, they'll make 
the game a whole lot easier. 


Gilded falcons can be found 
in treasure chests. Since 
there isn't a lot of informa- 
tion about these mysterious 
items, be sure to collect as 
many as possible. lfyou're 
especially vigilant, Alundra 
will be rewarded for doing 
so. 


When a large number of en- 
' 111ies come after Alundra at 
I he same time, try to get into 


, l corner or secure area of the 
, reen. By doing this, the 
,·11.:mies will not be able to 


~ uround Alundra. Then try 
l kill them one by one as 
hey attack from the front. 


lso, if Alundra can jump 


onto another level, so that he 
ts higher than the enemies, 
it may be possible to throw 
I mbs down on the enemies 
until they're destroyed. 


Unfortunately for Alundra, 
there are some monsters 
who can defend themselves 
from Alundra's attack. 
When fighting these en- 
emies, take the time to 
watch first, in order to fig- 
ure out when they let their 
guard down briefly. This 
is also one time when back- 
stabbing is heartily 
couraged. 


There are a number of an- 
cient monuments scattered 
around the land that are ru- 
mored to be mystic portals 
built by the Doopids. They 
now stand as a silent wit- 
ness to the demise of this 
once-intelligent race. It has 
been foretold, however, that 
they shall not re- 
main silent 
forever. 
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Closing Song Ly.-1cs 
t)ritJinAt 0ApAneJe L/1ricJ 


I will never shed SOITowful tears anymore 
That would flow even when I looked at the sky. 
For I know that two of us will surely meet again. 


It might not be very hard if we were only friends. 
l wish we could depart lightheartedly 
With a quick smile and a simple "bye", 
or holding hands casually. 


Where are you going, 
Secki ng after the dream 
Is it the place I shouldn't go? 
Is it far, near, happy, or sad? 
I it the end of the Dream? 


As one story begins, 
Another must close. 
The path we walk together, 
May divide and split us from each other. 
However, there is no doubt, 
We will meet again someday. 


Watching a beautiful sunset 
fill me with melancholy thoughts, 
even in the midst of our happiness. 
I felt like a fretful mother toward a child. 


Once at a busy crossroad, 
I hid myself in the crowd. 
I still remember the look on your face 
when you were looking for me. 
I remember that time so dearly. 
I tru I y loved you. 


You don 't have to tell me anything. 
You don 't even have to be nice to me. 


Because I'm not going to cry anymore. 
By the time we meet again, 
I wi ll have become much stronger 
But, the whole world looks grey now. 


I will never shed sorrowful tears anymore 
That would flow even when l looked at the sky. 
For I know that two of us will surely meet again. 


ow tears of pain are gone, 


I hough once they flowed free. 
1 ·,·ar imprisoned hearts and trapped destiny, 
"'' 1hc hopeful prayed on, 


111d hope came to be ... 


rt 11111 us) 
\ hl'I c arc the dreams once shared between us? 
\\ ii.it happened to that innocent place? 


t 
111 we get it back? 


1 11 h," it passed? 
II ,,. get it back, can we start again? 


, nt11nental thoughts. 


nti mental dreams. 


1 , ,,acle within me. 


I h re is a destiny that's waiting just for me. 


ith a power that I've only come to know. 


hat does the future of our feelings truly hold? 


l1<·ther good, 
h, thcr bad, 
,1 ;ihcacl, 
1 ,I 
my hand, 


11111 lct's go ... 


You can't resist .... fatc! 


Now tears of pain are gone, 
and the hardship is through. 
Now there is no "whyr' or "how . 


All thoughts of me and you, 
and the yearning we share, 
can be destiny, 
it's a heartbeat away, 
for the dreamers we are. 
there's but only love true. 


Repeat Chorus 


Now tears of pain are gone, 
and the nightmare has past. 
Now the time has come for love at long last. 


All thoughts of me and you, 
and the yearning we share, 
can be destiny, 
it's a heartbeat away, 
for the dreamers we are, 
there's but only love true. 


Closing Song Ly.-1cs 
t)ritJinAt 0ApAneJe L/1ricJ 


I will never shed SOITowful tears anymore 
That would flow even when I looked at the sky. 
For I know that two of us will surely meet again. 


It might not be very hard if we were only friends. 
l wish we could depart lightheartedly 
With a quick smile and a simple "bye", 
or holding hands casually. 


Where are you going, 
Secki ng after the dream 
Is it the place I shouldn't go? 
Is it far, near, happy, or sad? 
I it the end of the Dream? 


As one story begins, 
Another must close. 
The path we walk together, 
May divide and split us from each other. 
However, there is no doubt, 
We will meet again someday. 


Watching a beautiful sunset 
fill me with melancholy thoughts, 
even in the midst of our happiness. 
I felt like a fretful mother toward a child. 


Once at a busy crossroad, 
I hid myself in the crowd. 
I still remember the look on your face 
when you were looking for me. 
I remember that time so dearly. 
I tru I y loved you. 


You don 't have to tell me anything. 
You don 't even have to be nice to me. 


Because I'm not going to cry anymore. 
By the time we meet again, 
I wi ll have become much stronger 
But, the whole world looks grey now. 


I will never shed sorrowful tears anymore 
That would flow even when l looked at the sky. 
For I know that two of us will surely meet again. 


ow tears of pain are gone, 


I hough once they flowed free. 
1 ·,·ar imprisoned hearts and trapped destiny, 
"'' 1hc hopeful prayed on, 


111d hope came to be ... 


rt 11111 us) 
\ hl'I c arc the dreams once shared between us? 
\\ ii.it happened to that innocent place? 


t 
111 we get it back? 


1 11 h," it passed? 
II ,,. get it back, can we start again? 


, nt11nental thoughts. 


nti mental dreams. 


1 , ,,acle within me. 


I h re is a destiny that's waiting just for me. 


ith a power that I've only come to know. 


hat does the future of our feelings truly hold? 


l1<·ther good, 
h, thcr bad, 
,1 ;ihcacl, 
1 ,I 
my hand, 


11111 lct's go ... 


You can't resist .... fatc! 


Now tears of pain are gone, 
and the hardship is through. 
Now there is no "whyr' or "how . 


All thoughts of me and you, 
and the yearning we share, 
can be destiny, 
it's a heartbeat away, 
for the dreamers we are. 
there's but only love true. 


Repeat Chorus 


Now tears of pain are gone, 
and the nightmare has past. 
Now the time has come for love at long last. 


All thoughts of me and you, 
and the yearning we share, 
can be destiny, 
it's a heartbeat away, 
for the dreamers we are, 
there's but only love true. 


